
BRANDUBH 




OVERVIEW: 

Brandubh will surely put your 
strategy skills to the tesfl Un¬ 
equal forces and different win 
conditions balance masterfully 
in Ireland’s mildly-fhemafic, 
highly strategic TafI game. 

The Kings appear to be at a 
disadvantage with fewer Pieces 
and unfavorable starting Posi¬ 
tions. but with 4 Places to exit 
the board, they can sneak past 
the Ravens for the winl 

The Ravens are at a tactical 
disadvantage, but they start 
with a larger force. The right 
mix of strategy and intuition 
can lead to a satisfying victory! 

ORIGINS: 


REQUIRED: 

2 PLAYERS 

30 MINUTES 

13 PIECES 
8 OF 1 COLOR 
4 OF 1 COLOR 
1 UNIQUE PIECE 


AUTHENTICITY: 

100 % 

Brandubh is a well documented 
game that required no modifica¬ 
tions from us! 

HISTORY: 

Brandubh is a TafI game vari¬ 
ant from Ireland. 

TafI games are estimated to be 
over 2.000 years old, the first 
forms dating back to 200 BCE. 

The name “Brandubh” trans¬ 
lates to “Black Raven”, hinting 
at the theme of Kings versus 
Ravens. 



TafI is a Uiking word meaning 
“fable” and these games were 
the main fables games Played 
in Europe before the introduc¬ 
tion of Chess. Some believe 
that Brandubh is the link be¬ 
tween chess and fafl in Europe 
because Brandubh is more so¬ 
phisticated and requires more 
cunning than other games in 
the fafl family. 

Brandubh’s game play and 
story was described and set 
to verse in “Abair riom a Eire 
ogh” a medieval-era poem. 

One legend states that Bran¬ 
dubh represents a baffle with 
The High King fruling from 
TaraJ and his lesser Kings 
ffrom local fuafhsJ opposing 
and frying to escape a bloody 

COUP. 


Ireland ~ 600CE 
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RULES 



SETUP: 

Players decide who will use 
the Kings and who will use the 
Ravens. 

The High King is Placed on the 
center space. 

The Low Kings are Placed on 
the four spaces marked with 
shield knots, gg 

The Ravens are Placed on the 
eight spaces marked with a 
friquetra. 


HOW TO WIN: 

The Kings win if the High King 
moves onto a corner. 

The Ravens win if the High 
King is captured. 


ON YOUR TURN: 

First, move one of your 
stones. 

Second, remove captured 
stones from the board. 


MOVEMENT: 

All stones can move any 
number of spaces in a straight 
line. 

Diagonal movement is not 
allowed. 

Stones can not move through 
or onto other stones. 

To capture, you must flank a 
stone on opposite sides ftop/ 
bottom or left/righfJ. 

To capture the High King, it 
must be flanked on all four 
sides. 


OTHER RULES: 

The Player using the Kings 
goes first. 

Moving or stopping between 
stones does not result in a 
capture. 


OTHER RULES: 

Only the High King may move 
through or onto the center 
space and the corners. 

If the High King is trapped 
against the edge of the board, 
the Ravens must move a stone 
that allows the High King to 
move on the next turn. 


CAPTURING: 

The diagram below shows 
how to capture Low Kings and 
Ravens. 
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The diagram below shows how 
to capture the High King. 
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